Forget the baize table. No more shuffling those old playing cards. 
ACES HIGH brings four of the most popular casino-type games to the 
screen of your computer in amaiing high resolution colour graphics. 

These top specification programs contain the vital balance of skill 
and chance which nas madegames such as blackjack, poker and ponloon 
universally I popula'. 

• Written for one to f.ve players with several levels of plaj*. 

• I^ore tlian one player, and the computer takes the banker's chair. For 
a one to one, you're the banker and tiie computer has to outwit you. 

• At no time can the computer "see" other players' hands or take 
account of them. 

• Reserves, stakes and "pots" clearly displayed at all times, with a "win 
o'" lose" ana.ysis and pay-out after each hand. 

BLACKJACK Bets are placed on the first card dealt and from then on 
strong nerve is a necessity as you go for the "natural", 

Inc'itOe^ such features as doubling of stakes and splitting the hand, 

PONTOON The great British game of chance. To "stick", to "twist" 
or- to "buy" that is the question, in the search for that elusive Pontoon or 
Five Card Trick, 

DRAW-POKER Conjures up the world's favourite form of poker, 
AH the icatures you'd expect: "calling", "checking", "raising", "folding", 
discarding of cards and two rounds of betting. 

STUD POKER The most popular variation. Cards are dealt one at a 
time with a --ound of betting ir- between. All the usual features and as In 
Draw Poker, the p'ogram recognises all the standard poker hands. 

Aces High comes complete with full instruction booklet. 
ACES HIGH IS JUST ONE IN A SER/E5 Of QUALITY OASIS SOFTWARE 
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THE BBC MODEL E and ELECTRON 
CARD GAMES COMPENDIUM 

BY 

OASIS SOFTHAfiE 
(THE BEST DEAL VET) 



Welcome to the BSi: Model B and Electron card Games 
Coni[)endi urn. Thankyou for your purchase - we call it, 'The 
Best Deal Yet' and we don't think that you will be 
disappointed. 

Now, ifi the comfort of your own home, you can enjoy that old 
fjuoLirite. Pontoon, or imagine yourself on that old 
Mississippi paddle boat steatter - or that Wild West Saloon, 
where the stakes are high in Stud and Draw Poker; you can 
Join in with the Jet-Set or Film Star circles in the 
Casino's of Las Wegas or Monte Carlo, playing for all, in 
Blackjack! 

Many hours of fun are here - all that's required is your 
imagination! 
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DRAW POKER 



.^TRQOUCTIOM 

Di*aw Poker Is a compute'* pros'"™ that allows you to play 
five card Drm Poker against the BBC Mode! B or Electron 
HicrocompiJter. Several levels of play are provided, git/irtg 
rne oljyer the opportunity of playing mtth up to five 
comoiiterised opponents'. 



PLAYING INSTfifJCTiONS 

'0 load DRflW-PCKER, rwind IM tape and type, 

■LOAD "DRAW -POKEfi" followed fty RETURN, then press PLAV an the 
jssette rerorder. When the program has loaded, type OLD 
tollowed Dy SETURN, then type HUN fo1lo*eQ fiy RETURN. 

After the tUle sequence, the player is invited to enter his 
5liil.l level on the keyboard - nhat this does, is to set your 
numher of computer opponents, the more you have the more 
difficult the gaiw. There is no need to press the RETURN 
key for this, or indeed, with only one exception, sny input 
nuring the game. 

Each player has a thousand pounds to bet with, in units of 
one pound - when this is exhaUEled, the player concerned 
'.sites no further part in the game. 

■ach player is dealt five concealed cards. The human 
'iayer's cards in the toe left hand comer are turned up for 
mm, 'but none of the computerised opponents can see them, or 
■ ake them into account in their play. The first round of 
;ietting now takes place. The human player is first and may 
FOLD, CHECK, CALL Or RAISE by entering 1,2,3 or 4 when 
prompted to 6o SO, Each player's renain'ng cash and last 
bet are displayed near their cards. The miniumiim bet is one 
pound and the maximum is one hundred pounds. 
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1. FOLD: If a player choo5e5 lo ■Fold', he puts no (lare 
money inio tfie pot, but he loses any money de has atready 
put in, and takes no further pari in the hani). 

2. CHECK: If a player chooses to "Check', he does not put 

money iii during this round, but may do so 91 his next turn. 
If all the players "Cheelc', the round of betting Is over. 

3. CH±: U » player choo»s to 'C*!!*, ht must slay in the 
<iaiiie at minimum cost, by putting In the same anount as the 
previous player's bet - this Is done automatically by the 
computer. 

4. RAISE: If a player chtioSfiS to 'Call'. He must put in more 
than the previous bet. The minlmurn is the previou! bet plus 
one poufitt. The maximum is one huiKlred pounds. All players 
nust then 'Call' SO that they ccitrihute the same anount n' 
money during the round, 

If the human player chootes to •Raise', he will be asked 
'HOH MA«y* cards he Mish«s to discard - yOu may replace us 
to five cards, or, if none are required, finter zero far a 
'Pat' hand. If you press 'i' in error, a ^et of ;ero will 
return you to the menu. 

NOTE: When raising, if ine figure that yon enter is les! 
than 3 digits, eg. 7 nr, say, 75; then press RETURN to 
complete the entry. 



THE PXAW 

i; the Human player is still in the game, you will be asipo 
't-f[i« ' cards you wish, to discord. You may reo1»Ci up 
'ive, or enter zero for 6 'Pat' hand. 

Vou will now be asked which cards you wish to be replaced, 
numbering from one on the left, to five on the right of your 
hand eg. if you wish to replace 2,4 and 5; enter 245 and 
your cards will be replaced - the hand will be disolayed 
again, with your new cards replacing the discar:^'- "i^^. 



I^^^^WWERfWB^now crtoose their tlistards - the number 
Chosen will he displayed at their oosHion. 



A second round gf Detting now takes place. When all of the 
remaining plsyers have called, the computer will sort and 
display their cardi. The money in the cot will be awarded 
tc the winner who will be indicated. The human plajer will 
Td to pres^ HETURN when he is ready to continue. 

liW ihuffle th* cards and deal the next hand. 
11 be over when the human player loses all his 
iiLiiitj, L.I-, oanltrupts his opponents. 



THE CAME 

ftt Ih* start 3 hand, each player ts deal', five cards face 
do«n, fl player may look only at his own hand. The first 
player to open the betting may bet or chedi. Ejch player 
has the option, in his turn, of: dropping out ("foiamg'); 
putting in as much as the last bet ['calling'); or puttinij 
aoi-e Wan the last net ('rafslng'). When all the active 
players have put the same amount of money into the pot, the 
first round of betting is over. The riros'iing playe's may 
■ hc.1 ji^r^rd iny Of all Of the cjrds from their hand, and 
' place, an equai number of new cards from 
,- ' , This process, knonn as the draw, is 
conducted in clockwise order, starting from the first 
player. 

^lle the draw hss taken place, thf ■ .( of 

uetting, which is over when all tha renia i n i ny p.iij'';i's have 
put the same amount of money into the pat. The players all 
:-rn ever their cards and the iyf:r »iTh lite hest nanc 
' .ikei the pot. 



RANKING OF TKE CARDS 



In Or*w Poker, the Ace is always taken as HIGH. i.e. 
A.2,3,4,5 is NOT a straight, whereas 10,J,0,K,A, IS i 
straight. 

Hild cards ire not recognised in the game. 

Ir- oriJer to dete™ine the best hand, the following rtrrttng 
appt'ss (in flecending order of value): 

1. STRAIGHT FLUSH: Fine cards of the same Suit in an 
unbroken seguence. e.g. Z,3,4,5,& of the same luit. 

2. FOUB OF A KiND: Four cards of the same denomination, eg 
four Aces plus one other card. 

i. FULL HOUSE: Three cards of the same denomination, plus 
two cards of any other denomination, e.g. Three Kings plus 
two Aces. 

4. fLUSH: Five cards of the sarre suit NOT in an linbroken 
iequence. e.g. 2,4,5,7,0 of the %me suit, 

5. STRAIGHT: Five cards of different suits in an unbroken 
sequence, e.g. 2.3,4,5,5 of any suit. 

6. THREE Of A KIND: Three cards of one denoml nation, plus 
two different cards, e.g. Three Aces plus King and g of any 
suit, 

7. TWO PAIRS: Two sets of two cards of same denanination, 
plus one other card. e.g. Two Ss plus two 9s and any other 
card (etcuding 5 and 9). The fifth card is used as a 
tie-breaker in the event of tMO players having the same two 
pairs, 

8. CNE PAIR: One set of two cards of the same denomination, 
plus three other cards, e.g. Two 55 plus any other three 
cards (excluding 5). The other three cards are used as tie 
breakers in Ine event jf two olayers hairing the same pair. 
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ifiGH "dSHO; 'If none of the aoove "haods are possible, the 
ja1je of the Mand is taken ai the valye of the tiighest card 
111 tne hand. If two or more players have the same high 
card, the secoid higher' cards jre eamoared, and so on, 
until a winner is found. 
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POKER 



Stud Poke'- is a computer program that allcms you to play 
five card Stud Pnker against the SBC Model B or Electron 
Microcomputer. Several levels of Bla> are provided, giving 
Itie player the opportunity of playing "'th up to five 
' Computer ised opponents'. 



PLAYING INSTRUCTIONS 

To load STUO-POKEB. rewind the tape and type, 'LOAD 
■■STUD- POKER" followed by REIUHN. then press PLAY on the 
cassette recorder. When the progran has loaded, type OLD 
followed By ftllURN. then type RUN followed by RETURN. 

After the title sequence, the player is asked to enter nis 
st:)ll level on the Keyboard - what this does, is to sat the 
number of computer opponents, the more you have, the more 
difficult the gme. There is no need to press the RETURN t:ey 
for this, or indeed, any input during the gatne. 

Each player has a thousand pounds to bet with, in units of 
one pound - when this is enhausted, the player concerned 
takes no further part in the game. 

Each player is dealt one down card. The human player's down 
card in the top left hand corner Is turned up for him - 
though none of the computerised opponents can see it, or 
take it into account in their play. Each player is obliged 
to contriOute an ante Df two pounds at this Stage, which 
goes into a pot in the centre of the tible - this is done 
automatically by the computer. The first jp card is dealt, 
and the first round of betting now takes place. The human 
player is first and may FOLD. CHECK, CALL or RAISE tty 
entering 1,2,3 or i when promted to do so. Each player's 
remaining cash and last Oet are displayed near their cards. 
The frinimum bst is one pound and the msKimum is one hundred 
pounds - or the amount in the pot, whicheuer is the least. 
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1. FOLD: If the player 'FOLDS' he puts no more money into 
trie pot, but lie forfeits any irwney fie has already put In, 
and takes no further part in tfie hand. 

2. CHECK: This means that a player toe* nut wisti to put 
money in at this stage, but may do so at his ne*t turn. If 
all the players check, the round of betting is ouer. 

3. CfliLi This is putting It* the same amount as the previous 

players bet in order to stay in the gams • this Is done 
autanat teat ly by the computer. 

4. RAISE; Tills is putting in more than trte previous better, 
the minimum is the preuious bet plus one pound, ftll players 
must then call so that they contribute the same amount of 
money during the round. 

!f tMe nuraar player chooses to 'raise', he will be asked the 
amount of his bet; if it is within the limits, and he has 
enough remaining cash, it will be accepted, otherwise he 
will be asked to re-enter it. If he has presseO '4' '-n 
error, a bet Of lero will return him to the menu. 

NOTE; When raising, if the figure that you enter is less 
than 2 or 3 digits, depending on how muCb you are p='-t=*.-=i 
to bet, then press RETURN to complete your entry. 

When all rounits of betting have been completed in this «ay, 
the computer will sort and display the cards of l>»e 
remaining players. The money in the DOt will be awarded to 
the winner, who will be indicated. The human player will be 
asked to press RETURN when he is ready to continue. 

The computer shuffles the cards and starts to deal tne nest 
hand. The game will be over when the human player loses all 
his money, or, bankrupts his opponents. 
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ES OF THE GAME 



fit the start of a hantl, eat*! player is dealt one cai"d 'face 
aown' and one card'fjce up', fl player may look nnly at his 
owr 'face dow"' card. A round of betting now taltes place 
ana ill those "do put 'n ttie necessary amount of money on 
this round, will stay in the game and receive a second 
'face up' card. After receiving fiis cjrd, those put in 
the money stay in the game, the otners drop out. The third 
'face up' card is foiiowed by another round of betting, then 
the fourtn, and final round of betting now takes place. 
When the last round of betting is complete, those remsining 
in tfie game turn over their hands - the player with the Best 
five cards wins the money [pot). 



RftNKIlB OF THE CARDS 

In Stud Poker, the Ace is always taken as HIGH. i.e. 
A.2.3,4,5 is NOT ,i str.iighf, where.is W.J.O.K.H IS a 
straight . 

Wild Cards are not recognised in tne game. 

In order to determine the hest hand, the following ranking 
.iOollBs (in descending order of value): 

1. SIBftlGHT FLUSH: Five cards of the same suit in an 
liThrolten sguence. e.g. J, 3.4. 5. 6 of the same suit. 

fOUft OF A KIND: Four cards of the same denomination, e.g. 
Four Acei plus one other card, 

3, FULL MOUSE; Three cards of the same denomination, plus 
two cards of any other denomination, e.g. Three Kings plus 
two Aces. 

4. FLUSH: Five cards of the same suit NOT in an unbrolcen 
sefluence. e.g. 2,*. 5,^.0 of the sinie si^tt. 
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5. STRAIGHT: Five cards of different suits In tn unhrokei 
sequence, e.g. 2,3,4,5.5 of any suit. 

6. THRES OF A KJND: Three cards of one denominjtion, olus 
two (Jifferent Cards, e.g. Three Aces plus King and three of 
any suit. 

7. TWO PAIRS: Two sets of two cards of sanie denomination, 
plus one otfier card, e.g. Two 5s plus two 9s and any otfier 
card (excluding 5 and g). Tie fifth card Is used as a 
tie-fireaker in (he event of two players having the same two 
pairs, 

a. ONE PAIR: One set of two cards of the same denomination. 
Olus three other cards, e.g. Two 5s plus any three other 
caras (eicluding 51. The other three cards are used as tie 
hreakers in the event of two players having the sane pair. 

9. HIGH CARD: If none of the aboue hands are possible, the 
value of the hjnO is taken as the value of the highest card 
in the hand. It two or more players have the same high 
card, the second highest cards are compared, and so on, 
until a winner Is found. 
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VINGT-UN 



INTROOUCTIOH 

Viigt-un [Pcntooni is a computer program that illonis one 
player [punter], to play Vingt-un against the BBC model B 
Electron Microcomputer, wftn aRsrnating Oinker, or, witn u\' 
to fiue punters, with the camputor always playing the 
banker. 



PLAnNG INSTRUCTIONS 

To laad VINGT-UN. rewind the tape and type, "LOAD "VINGT-UN" 
followed by HETUBN, then press PLftY on the cassette 
recorder. When the prggram has loaded, type OLD followed tsv 
RETURN. 

After the title sequence, the player is mviiefl to 
number o( punters who wish to play the game igainst Cie 
computer. If there is more than one punter, the computer 
remains as banker throughout the game. If there is oily to 
be one punter, the computer may or may not start as banker, 
and the banker changes hands as with i normal game; the 
identity of the banker will be indicatefl. 

Each punter hit cme thousand pounds to bet with and takes no 

futher part in the game should he run out of money. The 

game ends when alt of tne punters, or ine computer, runs out 
of money - tne program then heing re-run. 



Each punter Is dealt one card. The computer's cards are in 
the top left hand corner, face down. The other punters 
cards are face up, but the computer cannot 'see' them or 
take them into account in its play. 
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ftrsl punier is invited to fllake his bet on hfS first 
I The (ninimum bet is one poura, and the maximum one 

'i pounds. Ttie other puntert make their bets in tie 
■ way and if the punter makes i bet, he receives a 
: 3 card. Each punter is invited to IWISI [enter T), 
:enteT- or 3UY (erter B) as in a normal game, until 
satisfied wUh his total 'BUST'. !f fie buys 3 card 
: inidtecl to "lalte ftis first bet, his stake i? '^rr-u i;ad, 
lit the card is dealt face up for convenience. 

If when betting, the figure that you enter Is less 
■I'se digits, pi'SSS RETURN to comrlete vojr pntry. 

ijnkers play, each punt'.- ":i !>e 

ilsa, in turn, before goi/lg on lu tne wilI. njno. 

■ ie punter is banker tone ocponeil game), the computer 
li? Chinee to STICK. THIST iface up! or BUT (face flown). 

■ the human "n;-'-. :iiirci= .--f ^:^r.^^r «i11 Ce 

ited. 



■■ilLES OF THE GAME 
- standard 5! card pack is 

■-■le face value of the cards li irtijjQna.'i!.. i.jius 'wrn Iwu to 
. eTi count as their spot value, court cards count js ten and 
ces count one or eleven - at the player's discretion. The 
i aras are only shuffled at the start of the game, or if the 
:^ank changes hands. 

Tne object of the game, is to finish with a better hand than 
'hfc banker's. A hand whose cards total over il is 'BUST' 
.inrt loses. A hand lotalling 15 to Zl beats the banker 1f 
Lhe banker has a lower scoring hand, or fs 'BUST'. 

Tnere are three special hands: 

i^OYJi PONTOON; Three s»vens beat ail other hands, snd wins 
triple. Thi5 hand only auplies to a punter, a banker's 

three sevens count as a normal ?1. 



CONTOON: 21 on two cardi. This b"-." ■>-:- s»'ii<-r-, ^ = 

his i PONTOON, and Htns double. 

flil CARD THICK: A tiand of five earns [nat ts not 'BUST'. 
This beats all eiceet ban)(er's PONTOON or Five card tnck 
and wins double. 



THE PLAY 

Eacti plsyc receive* his first Mrfl, and stakes 01 
smoont tnai lies betwee" sgreed limits, entitling hm. i... 
receWe a second card. The baniier ande$5es himself to eaeti 
player in turn, ard finishes transactions wUti one player 
before he proceeds to Che next. If the player is sitlsfieil 
with his total, and reauires no more cards, he says 'STICK', 
if not, he requests more cards until he does 'ST1C>;', or is 
'BUST. He may acqiiire more cards By 'TWISTING' them fate 
up, or buying them face dwi and increasing hns stake. The 
banker must play before collecting ttiB stakes of play«r^ *hr-,. 
are 'BUST'. He turns his own cards face up, and deaH 
himself more cards until he is satisfied with his tnlal. If 
he is 'BUST', he collects the stake! of players whu arr 
'8UST', and pays the others the amount they staked Muubls 
or triple for speclcal hands). If he has a PONiaON, 
collects double stake from everybody, unless they • - 

fiOVAL PONTOON, If he has a five card trick, he ry ■ 
double from euerybofly, unless they have a PONT: ' 
PONTOON, !f the banker's hand ha; a score of 

[i.e. he is not 'BUST'), he pays those with a ■■ 
or better hand, and collects from those with ■ 

'BUST' hands. 

The cards are not shuffled, but are gathered .jq !'■ 
at the bottom of the pack for the neit deal, t -.- 
changes hands when a player other than tie fcan- ■ 
PONTOON. 
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INTRODUCTION 

Blackjacl; U a comsuter orograiTi •.ticX i'.lows ore player 
(punter). Is pla> SlacHjacK against the SBC model B or 
Electron HKroComputer, «itn alternating banlter, or, nilh jp 
to fine punters, witM tne compuler always pUytng ai 
tanker. 



PLAMNG INSTUCnONS 

To load BLACKJACK, rewind the laoe anil type, 'tOAO 
■BLACKJACK' folloyed Dy RETURN, then press FVAY on me 
cassette recorder. When the program has loaded, type OLD 
followed 6y RETURN, then type RUN followed by REItJSN. 

After the title sequence, the user is invited to enter the 
number of punters who wish to play BLACKJACK igainst the 
computsr. If there is more than one punter, the computer 
remains as banker throughout the game. If there is one 
punter, the computer may or may not start as banker and the 
bank changes hands as in a normal game. The identity of the 
banker will be inilicated. 

Each punter has a thousand pounds to bet with, and takes no 
further part in the game when he runs out of money. The 
game ends when all the punters, or the computer runs nut of 
money. 

Each punier is dealt one card. The computer's cards are in 
the top left hand corner, face down. The other punters 
cards are face up. as the other punters are playing against 
the hanker, and not each other. The computer cannot 'see' 
the other punters cards, or take them into account in its 
play. 
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The first punter is asked to bet on his first card. Ilie 
minimum het is one BCHJ^d. inO the maximum one hutidrert 
pounds. The other punters malie their bets in tde same waj'. 
and if a punter makes a bet, he receives a second card. 



NOTE: If, when betting, the figure that ygu enter is less 
than 3 digits, press RETURN to coTiolete your entry. 

If the first two cards are of the same rank, a punter is 
asked If he wants to split them. If he enters 'N' the o1ay 
continues as norinal. If he enters 'V, the two cards ire 
Spilt and a second card dealt to each. The punter now has 
two separate hands with the same stake on each. 

If his first two cards total eleven, a punter is asked if he 
warts to douQle, !f he enters 'W the play continues as 
normal, if he enters 'V hts stake is doubled. 

Each punter is invited to TWIST lenter I) or STICK (enter S) 
until he IS satisfied with his total, or BUST. If a hand is 
split, the upper hand is dealt witft first, and all 
transactions are completed on this hand before the lower 
hand is considered. 

After the bankers play, each punters losses or gains will be 
indicated, in turn, before going on to the neit hand. For a 
split hand, the message for the upper hand is given first. 

When 4 human punter is banker [one opponent game), the 
computer has the same opportunities as a rormal player. Any 
change of bank will be indicated. 
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THE HOLES OF THE 6AME 



A Standard card oatflt is used. Suits are irrelevent, all 
that matters is the lumsrlcal face value of tfie card. Cards 
from tiio to ten count as Ifieir Spot vilue, court cards as 
ten and Aces as one or eleven - at ;»ie Dla>ers discretion. 

The oBject of t*\e game, is to finisn Mitfi a Better hand than 
the bankers, fl hand whose cards total over 21 beats the 
banker if the banker has a lower scoring hand, or Is 
'BUST' . 

There are tHO special hands; 

NATURAL: 21 on two cardi. This beats the banker. 

FIVE CAHO TRICK: ft hand of fii/e cards that is not bust. 
This beats all except the banker's Natural or Five Card 
Trick, and scores double. 



THE PLAY 

Each player receives his first card, and slakes on it an 
amount that lies between limits, enlitling him Lu receive a 
second card. If the second card is of the saffie denomination 
as the first, the player may choose to split them and play 
two hands. In this case, another card is dealt to each 
hand, the same money being staked on each hand. The banker 
may not split his own cards. 

If a players first two cards total eleven, he may double his 
stake. 

The banter addresses himself to each player. He must fin'sh 
all transactions with one player before he goes on to the 
next one. If the player is satisfied with his total, he can 
'STICK', If not, he may have up to three more cards , 
'TMISTed' face up, until he sticks or is Bust, 

The banker mist play before collectinf the stakes of any 
players who are bust. He turns his cards face up, and deals 
himself more cards until he is satisfied with his total. !f 
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is Bust, he collects the stakes of the olayei-s who are 
St, and pays the otherii the anount they staked, (double 
for special liands ai previuus'y deicribed. If he lias a 
Natural or fiue Card Trick, he collects double stackes. 
With a lotal under "2, he pays those with a higher count, or 
better hand: and collects from equal, lower, or bust hands, 
Uitn a Five Card Irick, be Seats a player's Five Card Trick, 
but not a playsr's Kaiurdi, 

Tne cards trs githered, ftiuffled, and trie next hand is 
dealt. The batik chanaes hands when a player, other than the 
banker, has a Natural. 




THE MlSIOfiy OF POttEH 



Poker, by all accounts, emergeO n Nw Orleans al atwut 
1820, and spreafl along 'Me Mississippi In tlie steam-boil 
siloors. It was first played with twenty cards, sfatgfits 
and flushes not being recoginlseil, iNough within ten years, 
the pack became S2. 

The Draw appears to have been introduced during the Amertcan 
Civil Har. Straights nere rankeO al around 1860-6S, 
Fluthfls, though rot cl*ar, somewhat earlier. To conolete the 
suite of games. Stud teems to have appeared at around 1670. 

The derivation of the name is not clear. One theory, is 
that the name was a Soutliern corruption of the Frencti three 
card game Poque, possibly comhined with the ancient -I' r i-' 
game, As Nas, which coultj have reached America via 
settlers, who ^aS been in Persian service. Snoths' 
is that the naT.e deriwes from tre Serman game, Pochsoie;, >n 
■h'ch, a playe'' passeO Oy knocking on the taoie and 5aytn9 
"Ich poche". 

The original game wai Straight Poker, in which, five zafOi 
were dealt. One period of betting followed - the winner af 
that taking the pot. From this developed Draw Poker, in 
which, after the flr^t betting perioO, each player cnulfl 
seek to improve his hand 6y discarding so^e of hi> hand, and 
'draw' replacements. A second period of betting ensued 
before a winner could be determined. 

Oi-aw Poker is still regarded as the bastc game and ii 
reC'imiitfindad for Beginners and home o^»y. Serious players 
are nuw devoted to various forms of the ne«t development, 
■if. In this development, each player recelnes five 
ards, froffl which he se-ects any f-.rs as ri's 
T.LUL..; playing hand. Some sf these cards are dealt face 
aown Ihole cai-ss) for the players eyes only, others face up 
(upcards) for all to tee. There is no draw, but betting 
periods follow the deal of successive cords, giving more 
opportunity for betting and the application of skill. 



UlNGT-UN 



Vlngt-un, more commonly tnown « Pontoon, is the 

not-quUe-Frencfi for the magic twenty-one, on which the 
whole g»me is based. The American version, and it is only 
an eouivalent, is known as Slackjaclt. 

There are no hard and fast rules laid down for the game. 
The basic object is to aguire cards, whose combined face 
values must get as close to, or equal 21, 

Vingt-un is a banking game and one of the few that rewards 
skill; hence the popularity ouer the years, being 
recoginl^ed as a game that may be played for pleasure as 
we! 1 as money. 



BLACKJACK 

Blackjack is the American eou'valent of Pontoon, ft count of 
21 on two cards is known as a Matural, Players 'buy in' 
before the deal. If a player has a Natural, the banker pays 
hm and collects from the others, without further play - 
otherwise they may 'stick' on anj total, or call for a 
'twist' for as many more cards as they wish, these being 
dealt face up. If the first two cards total U. ^^e player 
may double his slake 'double down'; the rule may be extended 
to totals of 10 or g. 

Optional payoff hands, calling for immediate payment from 
the Banker, include: five, or more card tricks, paying 
double for each card over a four; 21 with 6-7-B, pajing 
double; 21 with three sevens paying treble. 

It should be noted, that these rules are those generally 
played to in American Casinos, anfl are given for interest 
only. 
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